This paper is a case study for serious game to derive key success factors by production process. So 
Introduction
Serious games are computer or video games designed for a primary purpose other than pure entertainment, but have other and more "serious" purpose [1, 2] . According to ADATE 2012 report, the world market for serious games is up to € 2.35 billion in 2011, and to show annual growth of 70% was expected [3] . According to a recent survey the serious games market in South Korea has grown steadily and reached up to 246 million US dollars. And people who engaged in serious game industry was grown up to 1,800 members [4] . However unlike the report the market for serious games in South Korea was not yet activated sufficiently. There are some problems in both sides demand and supply. In terms of demand there are some reasons, low awareness for serious games, distrust for potential effect for serious games and negative perception for video games. Also in terms of supply there are some reasons, low quality of serious games for consumers, effect of serious games is not sufficiently validated and not good user interface and so forth. The purpose of this paper analysis the game design elements by production process focusing on an arcade serious game "Anti-aging Village", this paper propose some suggestions for making effective serious games. So result of this case study will be helpful for serious game design and could be the guideline for the development of serious game for elderly.
An Analysis of a Serious Game for the Elderly

Selection of a Serious Game for Case Study
I selected a game for case study as follows; recently developed serious game with awardwining, with a number of media exposure, with innovation so aimed new market and easy accessibility of data and so forth. "Anti-aging Village" is an excellent serious game in South 
Gameplay Flow
Introduction of "Anti-aging Village"
Features of the Game "Anti-aging Village"
Platform Select as arcade game for the accessibility for the elderly, not PC or Smart phone game Characters Set the character not too old(Most of the elderly do not tend to admit themselves are old)
Back ground Story Players can go back 30 years ago, and go around the town with their grandsons in a variety of situations.
Sound and Effects
Use the classic and traditional music for helping concentration User Interface Set UI as simple as possible considering their cognitive abilities Hardware Make corner rounded for safety
In this game the most unique thing is the RF (Radio Frequency) card system. Registered game players can review the result of game play individually in the website and they can improve cognitive functions through systematic training by this serious game. They funded from government agencies and their own capital without fund from venture capital or loan from bank. They thought that investment or funding from outside was more desirable rather than loan from bank. Because of developing a serious game for research and development costs are not only high but also risk is high. Fortunately they prepared total budget 1 million US dollars for developing a serious game. Total budget was composed of some subsidies, 0.6 million US dollars from KOCCA (Korea Creative Content Agency), 0.2 million US dollars from SBA(Seoul Business Agency) and the rest of that was funded from its own capital. This budget scale of developing a serious game is one of the biggest projects in South Korea.
Key Success Factors in Stage of
Key Success Factors in Stage of Production
 They constructed effective development team including medical experts and experts group for the elderly. (See Figure 3 )  They prepared RF (Radio frequency) card and server system. So the game machine could identify the game player, save the record of personal gameplay and check all the players statistics.(See Figure 4 ) -All the statistics of the gameplay could help update game and propose useful information for welfare policy development for the elderly. -Also all players who play this serious game could review their scores and progress for each game and improve cognitive function through the repeated training. -Each game play data stored central game server by individual RF card, so we can review the game play data as follows; name, age, weight, sex, result of game play(play times, clear times, levels, success and failure rate at each game, response time, etc.,) 
. Clinical Research Trials and Approval
 The clinical research trials was passed by IRB (Institutional Review Board) and got the official approval.  Clinical trials should be assessed by blinded raters to limit the risk of introducing bias [9] .  Also the games were installed in 25 welfare centers over the country and receive user feedback on the effect of the serious game "Anti-aging Village" from 100 seniors.  They could confirm that cognitive function is improved through play test [10]. User feedback of gameplay -They confirmed that the speed and difficulty of gameplay is suitable for the elderly through play test -But information and description of gameplay was too long.
Installation and Distribution
 After clinical trials and play test they completed arcade game consoles, distributed 25 game consoles at 25 centers for dementia support. 
Play Test Over and Over
 They had play test many times at every center for dementia support.  They found good points or not though many play tests.  They tested gameplay about game speed, difficulty of gameplay and enough information.  After play test they were able to get following points. 
Conclusion
This case study on an analysis of key success factors by production process of a serious game for the elderly was performed through strict clinical trials and play tests. So I found some key success factors by production process as follows: Each stage of production has some key success factors. First, they had understood enough the state of growing elderly population in South Korea and designed gameplay well for improving cognitive function for the elderly. Second, they organized a development team including some experts and made use of the feature as a RF card. Third, they validated the effectiveness of a serious game through clinical trials and play tests. This serious game suggested new possibilities in the barren market for serious games in South Korea. This paper will help for serious game design and could be the guideline for the development of serious game for elderly. But this paper has limitations as a case study, and this game is in the earlier stage of commercialization. Thus additional research for success factors of serious game since commercialization will be necessary.
